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Maybe you have a microcomputer, sometimes 
called a home or personal computer. If not, perhaps 
a friend has one. There are millions of computers in 
homes today. (Experts predict that there will be 
eighty million of them by 1990.) More than half of 
these home computers are said to be devoted mainly 
to games. 

You’ve probably noticed that most of the popular 
home cartridge games, like Pac-Man, are based on 
video arcade games. Chances are that will continue 
to be the case. The popularity of home computers 
and games has helped the arcade industry. People 
see the games at home, they like them, and then they 
want to play the real thing. So they go to an arcade or 
store and spend money on arcade games. 

Video arcade games are more complicated than 
the home cartridge games. The graphics and sound 
effects are usually much better on the arcade games. 
That’s because the electronics are more advanced. 
It’s no wonder that people love to play them. This is 
a case where size does make a difference. Only a 
limited amount of information can be put into a 
home cartridge, compared to the amount of infor¬ 
mation stored in a much larger arcade game. 

There are millions of people all over the world 
who play video games. They play in France, Eng- 
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land, and Japan. Just name a country, and it’s a 
good bet that video games are popular. 

There are one-and-a-half million video games in 
the United States alone! American players spent 
over eight billion dollars in 1980 and 1981 on video 
games placed in restaurants, grocery stores and 
game arcades. That’s more money than people spent 
on records and movies combined! No one ever 
dreamed that video games would become so success¬ 
ful. Not even the man who made the first game. 



The first video game was called Computer Space. 
It was made in 1971, by a man named Nolan Bush- 
nell. Mr. Bushnell started the video game company 
called Atari. Atari is now the best-known maker of 
video games in the world. 

In 1972, Atari came out with a game called Pong. 
It was a simple tennis game that most people now 
consider the “granddaddy” of video games. Pong 
got the video game industry started. But neither 
Pong, nor any other game made before 1977, really 
captured the full attention of the public. 

That all changed when a Japanese manufacturer 
made a game called Space Invaders in 1977. You’ve 
probably heard of it and maybe even played a game. 

The Japanese loved Space Invaders, and video 
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games became so popular that many store owners 
turned their stores into game arcades. Grocery 
stores and department stores became arcades almost 
overnight. 

So many people played the games in Japan that 
the country started to run out of the 100 yen coin. 
(The yen is Japanese money. There are approxi¬ 
mately 236 yen in one American dollar.) The prob¬ 
lem became very serious. The Japanese government 
had to ask arcade owners to empty their cash boxes 
more often. The banks needed the 100 yen coins. 
Imagine that happening in this country. It would be 
like the banks running out of quarters because so 
many people were playing video games. 

Space Invaders was a big success. There were 
350,000 Space Invaders games sold all over the 
world. 

Today, there are at least twelve major manufac¬ 
turers that make video games. Atari, Williams Elec¬ 
tronics, Bally/Midway, Stern, and Taito are just a 
few of them. When business is good, the twelve 
manufacturers produce about one thousand video 
games a day. 


TlnlE LIFE ®F tk 
WIDE® ©AME 


Most video games don’t stay popular very long. 
Players get tired of them quickly and stop spending 
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money on the games. The popularity of an average 
game comes and goes within a matter of months. 
Some games last only a few weeks before people quit 
playing them. The game manufacturer might sell 
only five or ten thousand games in that short amount 
of time. 

However, there are some games that stay popular 
for a much longer time. You’ve most likely played a 
few of them; or if you haven’t, maybe your friends 
have. These are games like Pac-Man and Ms. Pac- 
Man which are made by Bally/Midway. Together 
there are almost two hundred thousand of the Pac- 
Man games all over the world. Defender, made by 
Williams Electronics, and Asteroid and Centipede, 
made by Atari, have also been very popular. Every 
video game manufacturer hopes to make successful 
games like these. 


tk WIPE© MMWIPACTUIREIR 
MTO HOWIE STOOD© WORK 
T@©ETIr3EIR 


Sometimes a video game manufacturer and a 
movie company work together in the planning of a 
video game. That’s what happened when people 
from Bally/Midway heard about a movie being 
made by Walt Disney Studios. They went to the 
movie studio and discussed their idea of making a 
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video game based on the movie. An agreement was 
eventually reached between the two companies. The 
Bally/Midway people had a chance to look at some 
of the movie and read the script before the film was 
completed. Then they made the video game called 
Tron. 

Both the game and movie were released at the 
same time. When the movie was advertised, the 
game was mentioned. When the game was adver¬ 
tised, the movie was mentioned. As it turned out, the 
game Tron was even more successful than the movie. 



I he price of a new video game usually depends 
upon what other video game manufacturers are 
charging, and on what distributors are willing to 
pay. A distributor buys new games from the manu¬ 
facturers and then sells them to operators (the peo¬ 
ple who own the places where games are played). A 
new video game usually sells today for between 
$2200 and $2800. 

New games cost a lot, and most games don’t stay 
popular for more than a matter of months. That 
spells big trouble for the distributor and the opera¬ 
tor. They can lose a lot of money if they don’t have 
games that people want to play. One distributing 
company was so upset about the large number of 
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games which weren’t selling that they dumped them 
in a garbage pit! 



To help solve the problem of cost, some small 
companies are now selling game kits. A game kit 
contains all the necessary parts to turn an old or 
unpopular game into a new one. The kit costs a lot 
less than a brand new game. For operators who 
know a bit about electronics, changing an unpopular 
game into another game takes only a few hours. 

Unfortunately for the operators, none of the 
games that have sold in a kit have become very 
popular. And the major video manufacturers refuse 
to make the game kits. They don’t want to sell game 
kits because they can’t make as much money on 
them. The video manufacturers that do sell game 
kits are not the ones making games that most people 
like to play. 

Another idea that’s being talked about to help 
solve the problem of cost is to design games that can 
be five or ten games in one. Players would be able to 
make selections similar to a juke box. All they’d have 
to do is press a few buttons, and the game would 
change from Pac-Man to Tron. Or from Defender to 
Joust. This type of game would cut the costs for the 
distributors and the operators. It would also cut 
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down the time players would have to stand in line 
waiting to play their favorite game. 



Most of the suggestions for new games come from 
people who work for video manufacturers. Other 



This game developer keeps up with current interest trends of 

games and books. 
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ideas come from people who are interested in elec¬ 
tronics or from young people who like to play video 
games. 

It takes hard work and imagination to make a 
good game. The best game designers keep track of 
the games already made. They don’t want to spend 
time on an idea that’s already been turned into a 
game. 

The better game designers also try to find out what 
young people are interested in. They read comic 
books and see movies. Game designers also watch 
the special effects in movies because special effects 
are important to use in games, too. Special effects 
give a game action and excitement. Players of video 
games really enjoy special effects. 

“The biggest mistake,” said John Newcomer, the 
designer of Joust, “is to design a game that I would 
like to play. 1 need to make games that young people 
want to play, because half of the people playing 
video games are between the ages of ten and 
eighteen.” 

“Young people,” he said, “want fast action. They 
want to be pulled into the story of a game. Often that 
story is a fantasy; it is not real. Once the young 
people are drawn into a new world, anything can 
happen. You can drill through the ground, find a 
dragon, pump him up, and make him pop. Or you 
can save your friends from the clutches of unfriendly 
robots.” 
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After a designer has decided on what appears to be 
a good idea for a new game, they will begin to make 
many notes. The designer decides who the characters 
will be. Maybe they are people riding on the backs of 
birds. Maybe the characters have round heads with 
big mouths. Then the designer describes the object of 
the game. Perhaps the heroes have to shoot down 
enemy planes. Or the main character has to avoid 
falling into holes. Next the designer decides what the 



The artist is drawing a storyboard for a new game. 
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controls should be. Some games need a special but¬ 
ton that lets a character move; others may need a 
steering wheel. Finally the designer works out the 
sound effects, like engine sounds, or funny beeps. 

After everything is written down, an artist draws a 
storyboard. A storyboard shows how the video 
game works in pictures. Before the artist can begin 
work, though, some important questions must be 
answered. Should the characters look real or should 
they be cartoon figures? Should they look half real, 
half cartoon? The villains, if there are any, must look 
very bad. The player should also be able to tell who 
the heroes are without any trouble. 



Once the game idea has been written down and the 
storyboard has been drawn, it’s time for a team of 
people to work together. 

The video artist is a team member. The video artist 
has to make those characters on the storyboard the 
right size. They have to be small enough to fit on the 
screen but large enough for the players to see. Colors 
for the characters and other parts of the game seen 
on the screen must be chosen, too. 

Picking out the colors may seem easy, but it’s not. 
Video artists usually have 256 colors to choose from, 
but only sixteen of those colors can be used at the 
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same time. That’s because the RAM board that dis¬ 
plays the images, or pictures, on the screen can only 
hold a certain number of dots called pixels. These 
pixels are what the artist uses to make all the pic¬ 
tures, and each pixel takes up a certain amount of the 
microprocessor’s memory. If the artist used more 
than sixteen colors at one time, either the quality of 
the pictures would suffer or more RAM. (storage 
memory), would have to be added to the game. 



A video artist is adapting a character to the video screen. 
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Video artists also design the game marquee. The 
marquee is located on the front of the game above 
the screen. It’s like an advertisement showing the 
name of the game and the company that made it. 
Sometimes the marquee lets us know the important 
characters, too. It is always bright and colorful, 
often with flashing lights. Its purpose is to attract 
attention and to get players interested in playing the 
game. 

Video artists design the control panel, too. The 
control panel has all the buttons and knobs needed 
to play a game. The artist and designer decide where 
all the controls should go, as well as the pictures and 
colors on the control panel. 

Everyone is attracted to bright colors and flashing 
lights. People are pulled to them like metal is pulled 
to a magnet. Video artists arc real “razzle-dazzle” 
experts. They know how to create images that catch 
peoples’ attention and get them to play a video 
game. Video artists create marquees, characters, 
special effects, and control panels that hopefully say 
to possible players, “Come play this game!” 



The computer programmers are also important 
members of the team. They program the microproc- 


16 


essor, or small computer in the game, so it will do 
what needs to be done. The programmer makes sure 
the characters can move in interesting ways. To do 
this, they have to translate the actions into numbers 
or sequences of numbers. 

Let’s say a programmer is programming a bird to 
flap its wings and fly. That one seemingly simple 
action causes a whole series of other actions. The 
microprocessor has to recognize that the game is in 
progress and which player is pushing the flap button 



Here a computer programmer is programming a new game. 
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to make the bird tly. The microprocessor also has to 
know the player’s position on the screen and 
respond to where the player wants to go. 

The old image on the screen has to be erased, and a 
new image that displays where the bird is going must 
be programmed correctly. Finally the animation 
sequence with the bird moving its wings up and 
down must be shown. It’s the job of the computer 
programmer to make all of those actions happen. 
And that’s just for a bird dapping its wings. Think of 
all the different actions in a video game, and you can 
better understand just how much work a computer 
programmer does in order to program an entire 
game. 



Mechanical engineers are another group of people 
who work on making video games. They design new 
parts for a game. Maybe the game needs a steering 
wheel. They design it. Perhaps the game needs a new 
kind of joy stick. (A joy stick is the control that lets a 
player move characters or objects on the screen.) 
Mechanical engineers design it. Or maybe a game 
needs a special button that shoots a missile, gun, or 
laser. The mechanical engineers make that, too. 

There are other engineers, called electrical engi¬ 
neers, who work with the electrical wiring for each 
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game. These engineers put the wiring together to 
make the power supply and electronics of a video 
game. 



The CPU board is an important part of the elec¬ 
tronics. CPU stands lor Central Processing Unit. It 
is the brains of the video game. The CPU holds the 



This mechanical engineer is designing plans. 
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microprocessor, or small computer. This microproc¬ 
essor carries out instructions that are given to it. 

The program, or instructions for a video game are 
stored in what is called the ROM board. ROM 
stands for read-only memory. That means that the 
information in ROM cannot be changed. Every 
video game has a ROM board that stores instruc¬ 
tions for that game only. 

Another part of the game electronics is the RAM 
board. RAM stands for random-access memory. 


An electrical engineer is testing a CPU board. 
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Unlike ROM, the information in RAM can be 
changed. RAM is like a temporary storage area. It 
holds information from ROM until new information 
is put there, or until the game is turned off. Once the 
game is off, all the information on RAM is “lost.” 

The Interface, or I/O board, is still another part of 
the electronics. It checks the switches on the control 
panel and tells the microprocessor when a player is 
pushing any of them. The Interface is the connection 
between the control panel and the microprocessor. 



Here we’ve got a close-up of an electronic board. 
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For example, if a player pushes the start button, the 
Interface tells the microprocessor. Then the game 
starts. Or if a player wants to fire a missile and 
pushes the fire button, the Interface tells the micro¬ 
processor and the missile fires. 

The last part of the electronics of a video game is 
the sound board. It holds the program for all the 
sounds you hear when you play a game, like music, 
beeps, and shooting noises. 

How do all the electronics work together once 
you’ve put a quarter into a game? It goes like this. 
The microprocessor on the CPU board carries out 
the instructions that are stored permanently in the 
ROM board and sent to the RAM board when 
they’re needed. These instructions include pictures 
on the screen, rules of the game, and messages sent 
from the player through the control panel to the 
Interface board. The instructions carried out by the 
microprocessor also cause the sounds to be made. 



It takes time for all the game people to design the 
game parts. It can take several months. Sometimes 
the computer program has problems, or maybe a 
character doesn’t look good when it reaches the 
screen. These problems have to be solved. Once they 
are, a sample game called a prototype is made. The 
prototype is the first new game to be built. 
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Many game manufacturers put a prototype in an 
arcade for testing. Usually the designers will watch 
people play the game. They keep track of how the 
game works, and notice how well the players like the 
game. They want to know if the game is fun. They 
need to know if it is too hard or too easy. The 
designers will ask the players if there are any prob¬ 
lems with the controls. Most importantly, they may 
ask if the players will play the game again. 



Special arcade rooms are set up for testing new games. 
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Designers want the new game to be as good as 
possible. They want to get rid of any problems 
before the game is for sale. Should the test show a 
problem, changes are made. This may take a day or 
two, or it may take longer. 

Up until this point, the video game manufacturer 
tries to keep the new game a secret. It’s not that other 
manufacturers will steal the idea, since there is no 
point in having two games that are alike. The worry 
is that word could get out if a new game has some 
problems. That could ruin the game before it’s ready 
for sale to the distributors. It would be like someone 
watching your school baseball team the first day of 
practice. Players drop easy fly balls and they strike 
out often. The person watching tells everyone that 
the team is very bad. That, of course, isn’t fair. The 
baseball team will get in shape. The players will 
make fewer mistakes. Hopefully, they will become a 
winning team. Just like the baseball team, the mak¬ 
ers of the new arcade game want to work out prob¬ 
lems before offering it to the public. If it’s a good 
game, it will be a success. 

After changes are made in the prototype, it is 
tested again. Then several games are made. They are 
put in many different locations for several weeks, 
and players get a chance to try the new games. The 
distributors get a chance to see the game in action, 
too. They want to see a game before placing an 
order. If a new game doesn’t work well, and if the 
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players aren’t very excited about it, the distributor 
probably won’t buy it. If it does work well, the 
distributor may place an order for many games. 



There are four different models, or cabinet styles, 
of video games. The kind you see most often is called 
the upright. Players stand in front of it to play. 
Another model is called the cocktail, or table-top. 



Technicians are “trouble shooting” — trying to work out problems 
in a system. 
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and it is usually found in restaurants or hotels. Two 
players sit down to play this model. The third style is 
called the cockpit model. The player has to climb in 
to play. The last model is called the mini upright. It’s 
smaller than the regular upright and is good for 
small areas, like stores, that don’t have a lot of room 
for games. Games are usually not made in all four 
models. For example, a driving game with a “gas” 
pedal and steering wheel would maybe only be made 
as a cockpit game, where the players could sit down 
as if they’re driving a car. Other cabinet styles 
wouldn’t make much sense for this game. 

The different cabinet models for arcade games are 
put together in factories. Hundreds of games can be 
made at the same time. However, different models 
are usually put together at different times. 


UQW WIBi® ©AMES AIR 
PUT T®<3ETInlilR 


As you and your guide enter a large factory, the 
sounds of power drills buzz in your ears. Workers are 
drilling holes in wooden cabinets. It’s impossible to 
hear what the guide is saying. Suddenly, the drilling 
stops for a moment as the workers reach for other 
cabinets. Silence. Then your guide starts talking 
again. This time you can hear what is being said. You 
are told that cocktail models of a game called Joust 
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are being made today at Williams Electronics. The 
game is very popular, and there are many orders to 
fill. 

You look around and see at least thirty wooden 
cabinets. You can also see rolls and rolls of raw steel. 
Your guide explains that the raw steel will be cut into 
pieces. Then it is formed into different steel parts for 
the video games. One of the parts, for example, is the 
cash box. That’s where your money goes after you 
put it into the coin slot. 


A worker is punching out steel to make game parts. 
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The wooden cabinets hold all the parts of the 
video game. They are like empty houses, ready to be 
filled with furniture. The cabinets are made by 
another company that specializes in woodworking. 
Then they’re shipped to the Williams factory, ready 
to move down the video game assembly line. The size 
and shape of the cabinets is the only difference 
between the few models that contain the same game. 
The parts and process of assembling games does not 
change much from one model to another. 



Empty wooden game cabinets are pictured here. 
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The game assembly line is shown. 
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The empty cabinets are placed on a steel belt that 
moves very slowly. There are people standing or 
sitting all the way along this assembly line. Each 
person has a different job to do. 

As the cabinet moves along, men and women 
perform their work. One person puts in grills on the 
sides of the cabinet. These grills allow air to move 
through the electronics to keep them cool. Another 
worker installs an electrical wire that will be con¬ 
nected to all the metal and electrical parts of the 
game. This is a conductor wire that conducts electri¬ 
cal current into the ground, instead of into a player’s 
body, should any of the game wires ever short out. 

The parts for each game are put into the game 
cabinet from the bottom to the top. The first big part 
to be put into the cabinet is the power supply pack. 
This pack supplies all the electrical power to the 
electronic parts of the game. (The power supply 
packs are first put together in another part of the 
factory. Many of these power supply packs are made 
at the same time and then stored until they are 
needed.) 

After the electrical supply is installed, more wiring 
is put into the game. This wiring will soon be at¬ 
tached to the electrical parts of the game. 

Now come the doors that allow the top of the 
game and the back to be opened so that parts can be 
repaired, money removed, and controls changed. 

The electronics are the next parts put into the 
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In assembly, a woman is pushing wires into connectors, part of the 
cable assembly process. 
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game cabinet. You’ve forgotten what that means so 
you ask your guide. You are told that the electronics 
include the CPU, ROM, RAM, Interface, and Sound 
boards. The electronics themselves are put together 
in another part of the factory by electrical engineers 
and then stored. The Sound board is mounted on a 
steel plate and then put inside the game cabinet. The 
CPU, ROM, RAM, and Interface boards are 
mounted together on another steel plate. Then that 
plate is attached to the back door of the game. 

After the electronics are installed, the control 



A close-up of an electrical power supply. 
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panel is placed into the cabinet. The control panel 
has already been put together by mechanical engi¬ 
neers. It is covered with paper to protect the art 
work. At this point, the game is almost finished. The 
only major part missing is the monitor. 

The monitor looks like a regular television screen. 
And. in many ways, it acts like one. So, it’s not 
surprising that a lot of people think the monitor is a 
TV. But it’s not. The picture quality of the monitor is 
better than a TV, and there is no tuner for changing 
channels. Monitors are one of the few video game 


This is the installation of an electric power supply. 
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Now there is the installation of electronics for the game. 
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parts that are not made by the game manufacturer. 
They are ordered from a company that specializes in 
monitors. 

Before the monitor is put into the game, the game 
is turned on for five or six hours. This way, all the 
parts already installed can be tested together. Each 
part has already been tested several times by itself. 
Now it’s a matter of seeing how well the parts work 
together. If there are any problems, they almost 
always show up during this test. 

When this test is completed, the monitor is put 


Pictured above is a man preparing to install the monitor. 
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Pictured above are the insides of a completed upright game. 
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into the cabinet. The person installing it has to be 
very careful. Monitors are heavy and expensive. In 
the cocktail, or table top model, the monitor faces up 
toward the ceiling. Players using these models sit and 
look down at the monitor. 

Once the monitor is hooked up. it too is turned on 
for five or six hours of testing. This is called the 
“burn in.” Colors are tested during the burn in. They 
have to be just right. Not too dark and not too light. 



Almost completed games are being tested. 
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Safety glass is the only thing missing on this game. 
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All the switches are tested at this time, too. The 
person checking the controls makes sure that the joy 
stick and all the buttons are working. Then all the 
electronics are checked one final time. 

There is still one thing missing from the game. 
Without this last item, a player could reach right into 
the game. The game needs safety glass on top of the 
table top model or on the front of the upright model. 
So, the last thing someone does is put on the glass. 
The coin-operated video game is now ready to be 
boxed and shipped almost anywhere in the world. 

Games are sent by truck all over the United States. 
They’re sent by ship to places as far away as Japan. 
Games that are sold to other countries must have 
different size coin slots. For example, the quarters 
used in the United States are not the same size as 
Japanese 100 yen coins or the French franc. Because 
electrical current is different from one country to 
another, some games have special wiring to adapt to 
the change in current. As you can see, it’s important 
to know where games are going. Each box is care¬ 
fully marked. Otherwise, a distributor in Germany 
might receive a game built for a distributor in Italy. 
That would be a real mess! 
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It took less than ten years for video games to go 
from a simple game like Pong, to very complex 
games like Defender, Asteroid, and Pac-Man. Com¬ 
puter design is moving as fast as lightning. Games 
are able to do more and more things. They can talk 
and recreate real situations. Video games can chal¬ 
lenge players for months and even years. Where do 



This is the cocktail version of a completed game. 
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games go from here? What new things will they be 
able to do in the years ahead? 

Improved technology will lead to games in which 
the players can become more involved. The players 
will actually become part of the game or they’ll 
become part of a real-life situation. They will see 
pictures as real as movies on the monitor. Players 
might see what it really looks like to land on the 
moon, as they carefully pilot a rocket to a safe 
landing. 

Players might find themselves as detectives trying 
to solve mysteries. The people that players see on the 
game monitor will appear to be real. The players will 
actually ask them questions, make decisions, and see 
what happens each time they make a move. The 
possibilities of video games are almost limitless. 

In the future, more players will be able to play 
together at one game. Advanced computers will 
allow games to be even more complex. They will be 
able to keep track of more than two players at a time. 
Imagine! There could be a whole team playing 
against another team, two teams playing against the 
game. You could get a group of friends together and 
all play the same game. 

Some game manufacturers predict that games of 
the future will be more educational. They’ll make 
games that entertain and teach at the same time. 

You might feel that today’s video games already 
teach some things. You learn how to move your eyes 
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and hands at the same time. You also learn to plan 
your moves against the game. Maybe you’ve even 
learned something about computers and how they 
work. 

Games of the future may teach you even more. 
Perhaps there’ll be a race course game that will take 
you through different cities around the world. As 
you drive your car through a city, you’ll be able to 
see what the city really looks like. You’ll learn what 
the people do. Maybe you’ll even get a chance to go 
inside a science museum, or tour a building that is 
hundreds of years old. You’d have a good time and 
learn a lot. 

There are people who say that video arcade games 
are a passing fad. They feel people will get tired of 
these games and will eventually stop playing them. 
Players, they say, will spend their money on some¬ 
thing else. That’s what happened to pinball 
machines. They used to be the most popular games 
in every arcade. Pinball machines were unique; no 
other game was like them. Pinball started out as a 
small game that sat on a table and cost one penny to 
play. Then they became battery operated, with lights 
and score keepers. Later, pinball machines stood on 
legs and came with flippers. Today, the machines 
have been updated even more. Even that doesn’t 
seem to matter. When video games appeared in the 
arcades, players who had been spending their money 
on pinball started spending it on video games. As a 
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result, distributors and operators stopped buying 
pinball machines, and most manufacturers stopped 
making them. 

Will the same thing happen to coin-operated 
video games? Will they be replaced by something 
more exciting? Or will the game manufacturers be 
able to make their games more and more interesting? 
Will they be able to continue to capture the imagina¬ 
tion of the people who play them? No one can say for 
sure. 

Only time wil'i 
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COMPUTER PROGRAMMER - Person who pro¬ 
grams, or tells the computer what to do. 

CONTROL PANEL - The panel that contains all the 
controls needed to play a video game. 

CPU BOARD - The brains of a video game; it holds 
the microprocessor. 

JOY STICK - The hand control that allows a player 
to move a character or object up, down, to the left, 
and to the right. 

MARQUEE - The area above the game monitor 
where the game is advertised. 

MICROPROCESSOR - A small computer about the 
size of a teabag. 

PROTOTYPE - A sample video game; the first new 
game to be made and tested. 

RAM - Random-access memory; a temporary stor¬ 
age area that holds information from ROM. 

ROM - Read-only memory; a permanent storage 
area that holds the instructions, or program, fora 
particular video game. 

STORYBOARD - Pictures or drawings that show 
how a video game works. 

INTERFACE (SOMETIMES CALLED I/O 

BOARD) - Checks the switches on the control panel 
and tells the microprocessor when a player is 
pushing any of them. 
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HOW THINGS ARE MADE 


At present, Americans are spending more than 
four billion dollars a year to play video games.! 
This book explains how makers of video games 
take an Idea for a game and make It a reality In 1 
arcade. / i 
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